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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A\WARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to 
avoid problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries 
may make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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Rescue Heroes™ Billy Blazes” 
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Introduction 


A lightning storm has struck Sky High City, causing fires in 
many populated areas and damage throughout the region. 
Take control of Rescue Heroes™ leader and super firefighter 
Billy Blazes™ who runs, jumps, swings and dodges hazards 
as he quenches raging fires and rescues stranded victims! 
Climb up ladders, swing across gaps and knock down 1 
barriers, using the best gadget to get the job done. : 


inst the flames as you lead Billy Blazes™’s 

e people with portable helicopter packs 

e from raging out-of-control. Guide Billy 
Blazes’ as | e battles his way up the mountain, using j 
new gadgets and vehicles with each unique challenge. 7 


_ Obstacles and hazards will block Billy Blazes™’s progress, but — 
_ he must do all he can. You have the means and determination to ’ 


Getting Started 


Be sure the Game Boy® Advance POWER switch is OFF. Insert Rescue Heroes™ Billy 
Blazes™ Game Pak into the Game Boy® Advance system. Turn the POWER switch ON. 
When the Rescue Heroes™ title screen appears, press START: this will take you to the 
Main Menu. 


Game Boy® Advance Controls 


L Button R Button 
Switch between gadgets Switch between gadgets 


A Button 

Press to make Billy Blazes™ 
jump in the game. Also use to 
confirm your choice in a menu. 


+Control Pad 
Use to move around 
in the game or highlight 
an option. 
B Button 

Press to use the gadget. 
Also use to go back toa 
previous menu. 


START 
Press to access 
the Pause menu 

while playing a game. 


SELECT 
Not used 


Menu Screens 
Mode Select: 


Mode Select 

Use the +Control Pad Up or Down arrows to move 
the cursor until the option you want is chosen. 
Then press the A Button to confirm your choice. 


New Game 
Choose this, and after you pick your difficulty 
level, you’ll begin your mission. 


Training Mote 
Password 


Rookie: Game play is easier for beginning players. 
Billy Blazes™ cannot be hurt by flames and never needs 
a water refill. He will have all gadgets at all times and 
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the water will also fire at its full strength at all times. - - Le Advanced 4 
VE Rookie 


Advanced: This is the ultimate challenge. You need to 
find the gadgets before you can use them, make sure 
that Billy Blazes™’s tank is always full, and keep an 
eye on your Power Meter. It’s not easy, but being on 
the Rescue Heroes™ team is never easy. 


Tutorial 4 Time Trial ) 
tei Run through a practice course to learn how to play 
_ the game and when to use your gadgets. — 


1 player: Jump, put out fires, and test the gadgets 
mode but in a practice setting. Then 
evels i in record time. 


er must try to beat the time > 
ona Victory Screen after the 


Password 


Enter a password to continue playing. After you 
complete each area, you’ll be given a password. 
Write this down so if you have to stop playing, 
you'll be able to continue from the beginning of 
the last level you reached. 


Pressing START a at any time during 8 a game will bring you to the Pause Merb: tae the 
_+Control Pad Up or D Down arrows to highlight one © of the choices below. Then press the 


AE utton to make your selection: 


Contifitier. Continue the game you are e playing. _ , 
Exit — Return to the Main Menu, where you can select a new game to play. . 


ete bes ews 


/ 


al 
eh [ Mission 
Water Tank — - Meter 

m 

3 ale | 

on ' 
a 

m 

Rescue 


Meter ~,. | 


Gauges 


Power Meter 

Billy Blazes™’s health and ability are measured in nozzles at the top left of the screen. 
Billy Blazes™ can carry up to five nozzles (found throughout the environment), and the 
more nozzles he has, the farther his hose will spray water. Watch out, though, because 
if he runs out of nozzles, he has to begin his mission over again. 


Mission Meter 

You get up to three tries to complete a level, shown by the Billy Blazes™ icons at the top 
right of the screen. Each time you run out of nozzles and lose a try, you lose an icon and 
have to start the mission at the beginning of the level. After three tries, the game is over. 

You can still use a password to go back to the beginning of the level. 


Water Tank 

Billy Blazes™ can only hold a limited amount of water in his tank, shown by the gauge 
next to the nozzles. When the tank starts to run low, you’ll have to find a fire hydrant to 
refill it. 


The Rescue Meter 

Each blue mark at the bottom of the screen represents a trapped victim. As you 
rescue people, the blue marks disappear. When the bigger blue indicator flashes, 
you've found them all and it’s time to find the rescue gondola to move on. 


Gadgets 


Billy Blazes™ has an array of tools and gadgets that he can use to rescue people. 
Press the L or the R Button to cycle from one gadget to another. 


Fire Hose 

Billy Blazes™ always starts with a fire hose and a full tank. Pressing 

and holding the B Button shoots water as far as your nozzles will allow. 
Remember, you can collect up to five nozzles, and the more nozzles you 
collect, the more powerful your water stream. Tap the B Button to let the 


water trickle out more slowly. 
Axe 


Are boxes or logs in the way? Not a problem if you have the Axe. Press 
the B Button to chop down the obstacle so you can free trapped people 
and find gadgets. 


Ladder 

If you’re trying to reach a platform that is too high to jump to, the ladder 
is what you need. Press the B Button to extend the ladder and Billy 
Blazes™ will climb it automatically. 
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Grappling Hook 

Sometimes there are gaps too wide for Billy Blazes™ to jump across. This is 
where the Grappling Hook comes in handy. Use the crosshair to aim toward 
the wooden post on the other side of the gap, then press the B Button to 
fire. If you hit the post, you’ll be pulled to the other side. The Grappling 
Hook ONLY works where there is a grappling post to fire at. 


Double Axe / Sliding Hook 

When Billy Blazes™ comes across an obstacle that his Axe can’t break 
through, his Double Axe is the tool to use. Not only can it break through 
boxes or logs like the regular Axe, but it can also smash concrete blocks 
quickly and safely with a simple press of the B Button. 


The Double Axe does double duty for Billy Blazes™! The Double Axe also 
has a Sliding Hook that allows Billy Blazes™ to slide down diagonal guy 
wires. Just walk or jump off a platform next to a guy wire, and Billy Blazes™’s 
hook will catch onto it, sending him quickly from building to building. 


Levers and Elevators 

Some areas have levers and elevators that Billy Blazes™ 
re ca use to get a lift to higher ground. All he has to do is 
use the stream from his hose to activate the elevator and 
it will rise when he jumps on it. 


The Hazards 


Being hit by any of these hazards knocks a nozzle off Billy Blazes™’s health meter. 


Small Fire 
Simply spray small fires with water to put them out. 


Medium and Large Fires 
Spray larger fires with water until they’re out, or they will flame 
right back up! 


Ceiling Fires 
With the ceiling material on fire, your hose isn’t going to do 
any good. Just avoid the flames which drop from above. 


Fiery Branches 
A cag , As you approach the branches, they will fall. If you’re quick, 
“a you can avoid getting hit. 


Spray flaming carts and tires with water until they collapse 
or avoid them until they hit something and fall apart. 


oS Flaming Carts and Tires 


Rolling Hazards 
Watch out for rolling hazards, because they’re big, hard to avoid, 
and might bounce back and hit you again. 


Blue Fire 
If you miss or you don’t put the blue fire entirely out, it may come 
after you. 


Fireballs 

Fireballs shoot up into the air from the ground at regular intervals. 

* in You'll need to time it right to get past them. You can put one out with 
water, but another will be right behind it soon. 


Pillars of Flame 
These shoot up or from the side at regular intervals. The only 
thing you can do to get past it is to wait until one goes down. 


Water does not affect pillars of flame. 


Floating Embers and Chimneys 

Chimneys shoot out embers that float from the sky and disappear 
when they hit the ground. They may be slow, but they move around 
with the air currents, making them tough to hit or avoid, and they 
pack the same wallop as any other hazard. Chimneys keep shooting 
out the hazards until you soak the chimney down, causing it to break 
apart from the stress. 


Generators and Gas Tanks 

Be careful where you spray your water because Electrical Generators 
don’t do well when soaked. If you accidentally get one wet, it will 
spark and shoot out flames, which can harm Billy Blazes™. In addi- 
tion, there are often gas tanks near generators; if you shoot a genera- 
tor, the flames will ignite the tanks, causing a big explosion. 


Game Overview 


Billy Blazes™ is handling this mission solo. He’s going to 
need to work extra hard to put out the fires and rescue 
the citizens of Sky High City, so he’ll need your help. 


Your goal is to move Billy Blazes™ through the city and 
the surrounding area so he can save people and make 
sure that NOBODY GETS LEFT BEHIND. Gadgets and 
tools have been placed in areas where you can get them, 
but the fire can’t. When you find a gadget, it is yours to 
keep until the end of the level. More will be placed in 
following levels as needed. 


lf you’re hit by a hazard, you'll lose a nozzle. If you get 
hit when you have no more nozzles, you'll have to start 
the level over again. You will keep all the gadgets you 
found in the level, and all the rescued people will still be 
rescued. If you get knocked down with no nozzles or 

2 Ja —_ an Billy Blazes™ icons left, you’ll have start all over. 
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In the Vehicle Missions, put out the fires and avoid 
obstacles as you steer your vehicle into the tokens 
to earn extra nozzles for your next level. 


Rescue in the Valley 


There are people to save in the trees and fields. The farmhouse and the animal sanctuary 
in the old-growth forest need to be protected. You'll need your hose, your axe, and the 
Quick Response Helicopter. 


Level 1: Animal Sanctuary 

The old animal sanctuary is on fire. Thankfully, 
the animals have been evacuated, but some of 
the staff is stranded in the area. You’ll learn the 
basics of putting out fires and rescuing people. 


Helicopter Run 1 

Pilot the helicopter and drop water on the treetop 
flames to protect the farmhouse. Be careful of the fires 
you don’t put out. If you hit them, you’ll temporarily 
lose control of the copter and may miss some tokens! 


Level 2: Farmhouse 

Rush through the woods to rescue people. You'll 

learn how to chop down obstacles with your axe. 
After you climb high into the trees, work your way 


isaaiees i into the farmhouse to rescue trapped farmhands. 


Helicopter Run 2 

Moving faster, you’ll pilot the helicopter 
and drop water on the treetop flames to 
protect the animal sanctuary. This time, the 
flames are smaller and harder to hit. 


Mountainside Peril 


Save campers, hikers and motorists trapped on the mountain as flames cut off escape 
routes from above and below. Rip across the mountainside on the ATV. Deploy the 
grappling hook to get access to cabin tops, high trees, and bluffs. 


Level 3: Campground 
Save hikers and douse burning vehicles. 
Learn how to use the Grappling Hook. 


ATV Firefight 1 
Douse flames in the tree 
canopy above on the ATV. 


Level 4: Canyon Crossing 
Access collapsed bridges and carry out other 
rescues by making the most of the Grappling 
Hook in more advanced settings. 


ATV Firefight 2 

Once more you’re riding the Dirt Bike, 
but now at higher speeds. Aiming the 
water will be tricky while motoring over 
natural ramps in the terrain. 
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Village Street Danger 


Stranded residents are in desperate need of help. Since you will be going high up the 
buildings with Billy Blazes™, you’ll need to find the Portable Ladder. You’ll also be driv- 
ing through city streets, putting out fires with the Fire Engine. 


‘ens Level 5: Sky High Village 
—~ iia Save villagers by using the Portable Ladder to 
— “| get access to rooftops and construction sites. 


Fire Engine 1 

Protect the zoo by dousing the flames with the 
Fire Engine. Spray the tokens with water to 
make them drop down onto your vehicle. 


Level 6: High Rise 

In Advanced Mode this level is different because of 
the fire that is consuming the building from the bottom 
up. As you race to the top, rescue people in two build- 
ings, making quick use of the Axe, Grappling Hook, 
and Portable Ladder before the fire catches up to you. 
The flames are fast approaching and there’s no way to 
put out this fire. There will be little time to look back, 
so you'll need to think fast so you don’t miss anyone. 
There is no consuming fire in Rookie Mode. 


Fire Engine 2 

Protect the Fireworks Factory by again taking control 
of the Fire Truck, now in a faster-moving stage. You'll 
also have smoldering obstacles in front of you, so 
make sure to soak them with the front water cannon 
to keep control of your vehicle. 


City Hall and Statue of Justice! 


The final stage involves the use of all the gadgets. The Double Axe is added to the 
Inventory. People are trapped and key village buildings are endangered. 


Level 7: City Hall 

Protect the city and its historic monuments 
like the Museum, Library and Town Hall. 
Find the Double Axe, and make use of the 
Cables for sliding. 


Hovercraft 
Pilot the Hovercraft over the surface of the 
lake, shooting water into the burning treetops. 


Level 8: Statue of Justice 

From City Hall, scale the scaffolding covering 
the newly erected statue of Lady Justice. Keep 
an eye out behind the scaffolding to make sure 
you don’t miss anyone. 


From the top of the statue, battle the forces of 
nature! Workers couldn’t get the lightning rod on 
top of the statue before the storm, so Billy Blazes™ 
must use his hose to turn the wheel and extend the 
rod. He must cross back and forth, putting out fires 
the lightning is starting, until the rod is fully up. 
Once it’s up, the battle ends and electricity strikes 
the rod, diverting the storm and returning 
electricity to the city. 


Customer Support 


Have questions? Want to talk to us? Contact us by phone, fax, mail, or the Internet: 


Customer Service 
Phone: Toll Free (866) 894-0738 (U.S. and Canada only) 
(310) 649-8004 (outside U.S. and Canada) 
Monday-Friday, 8 am to 4:30 pm, PST 
Fax: (810) 258-0744 


Technical Support 
Phone:Toll Free (866) 690-8369 (U.S. and Canada only) 
(310) 649-8014 (outside U.S. and Canada) 
Monday-Friday, 8 am to 4:45 pm, PST 
Automated support is available 24 hours a day, 7 days a week. 
Fax: (810) 258-0755 


Internet — http://support.vugames.com 
Mail 


Vivendi Universal Games 
4247 South Minnewawa Ave., Fresno, CA 93725 


Credits 


Published by Vivendi Universal Games 


Senior Producer 
Beny Levy 


Producer 
David Chatfield 


Associate Producer 


Tommi Johnson 


Creative Director 
Ben Badgett 


Executive Producer 


Kathy Bucklin 


Director of 


Development 
Cathy Siegel 


Brand Manager 
Jeff Neinstein 
Shawna Meek 


Marketing Coordinators - 


Rebecca Rufener 
Carla Staley 


Director of Marketing 
Beckie Holmes 
Al Simone 


Director of Technology 


Matthew From 


QA Project Lead 
William Guerrero 


QA Associate 


Project Lead 
Julio Manzanares 


QA Testers 
Cameron Austin 
Robert Bare 
Vincent Delupio 
Brian Douglass 
Ben Hines 
David Kao 
Michael Kurilko 
Fausto Lorenzano 
Joseph Olivas 
Dereck Queza 
Calvin Wong 
Stephen Yang 


Configuration Lab 
Afolabi Akibola 
Rob Gardner 

Mark Jihanian 
Jason Perry 


QA Brand Manager 
David Schapiro 


QA Director 
Stuart Hay 


Senior Research 


Analyst 
lrene Lane 


Consumer Research 
Assistants 

Maria Andrews 
Patricia Ballas 


Booklet Design 
Lauren Azeltine 


Packaging Manager 
Neal Johnson 


Account Supervisor 
Maggie Storm-Gardner 


Special Thanks 
Fisher-Price 
Licensing Team 
Fisher-Price Rescue 
Heroes Team 
Pamela Blanford 
Faye Schwartz 
Tom Zehnder 

Mark Bishay 

Paul Joffe 

Heather Marsden 
James Galloway 
Michael Caradonna 
Leslie House 

And our kid testers! 


Developed by Way Forward Technologies 


Executive Producer Animation 
John Beck Rob Buchanan 
Mare Gomez 


Production Manager 
Shereef Morse Backgrounds 


Director Armando Soto 


Matt Bozon Lead Programmer 


Assistant Director Michael Stragey 


Armando Soto 


Music and Sound Effects 
Game Audio Magic 


Sound Technician 
John Waisel 


QA Testers 
Mark Bozon 
Palo Porazik 
Tyler 


Special Thanks 

The WayForward Staff 
Erin, Brin & Luke Bozon 
Emma and Timmy Beck 
Michael Morse 


LIMITED WARRANTY 


This software program, any printed materials, any on-line or electronic documentation (the “Program”) are the copyrighted work 
of Vivendi Universal Games, Inc., or its licensors. All use of the Program is governed by the terms of the End User License 
Agreement which is provided below (“License”). The Program is solely for use by end users according to the terms of the 
License Agreement. Any use, reproduction or redistribution of the Program not in accordance with the terms of the License 
Agreement is expressly prohibited. 


en USER LICENSE AGREEMENT 


Limited Use License. Vivendi Universal Games, Inc. (“VUG”) hereby grants, and by utilizing the Program you thereby accept, 
a limited, nonexclusive license and right to use one (1) copy of the Program for your use on a Nintendo Game Boy® Advance 
game system. 

2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof 
(including but not limited to any titles, computer code, themes, objects, characters, character names, stories, text, dialog, 
catch phrases, locations, concepts, artwork, animations, sounds, musical compositions, audiovisual effects, methods of 
operation, moral rights, any related documentation, and “applets” incorporated into the Program) are owned by VUG or its 
licensors. The Program is protected by the copyright laws of the United States, international copyright treaties and conven- 
tions and other laws. All rights are reserved. The Program may contain certain licensed materials, and VUG’s licensors may 
act to protect their rights in the event of any violation of this Agreement. 

3. Responsibilities of End User. 

A. Subject to the Limited Use License as set forth above, you may not, in whole or in part, copy, photocopy, reproduce, trans- 
late, reverse engineer, derive source code from, modify, disassemble, decompile, or create derivative works based on the 
Program, or remove any proprietary notices or labels on the Program without the prior consent, in writing, of VUG. 

B. You are entitled to use the Program for your own use, but you are not entitled to: sell, grant a security interest in or trans- 
fer reproductions of the Program to other parties in any way, nor to rent, lease or license the Program to others without the 
prior written consent of VUG; or exploit the Program or any of its parts for any commercial purpose. 

4. Program Transfer. You may permanently transfer all of your rights under this License, provided the recipient agrees to the 
terms of this License. 

5. Termination. This License is effective until terminated. You may terminate the License at any time by . 
destroying the Program. VUG may, at its discretion, terminate this License in the event that you fail to comply 
with the terms and conditions contained herein. In such event, you must immediately destroy the Program. 
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6. Limit ln. VUG EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND MANUAL(S). THE PROGRAM 4 

AND MANUAL(S) ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUD- 

ING, WITHOUT. LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, — 

OR NONINFRINGEMENT. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF 

THE UNIFORM COMMERCIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. 

__ The entire risk arising out of use or performance of the Program remains with You, however VUG warrants the Game Pak(s), 

~ on which the Program is furnished, to be free from defects in materials and workmanship, under 

‘normal use, for a period of ninety (90) days from the date of delivery. VUG’s sole liability in the event of a defective Game 

Pak shall be to give You a replacement Game Pak. Some states do not allow the exclusion or limitation of incidental or con- 
sequential damages, or allow limitations on how long an implied warranty lasts, so the above limitations may not apply. 


7. Limitation of Liability. NEITHER VUG, ITS PARENT, SUBSIDIARIES, AFFILIATES NOR LICENSORS SHALL BE LIABLE IN — 


ANY WAY FOR LOSS OR DAMAGE OF ANY KIND. RESULTING FROM THE USE OF THE PROGRAM INCLUDING, BUT NOT 
LIMITED TO, LOSS OF GOODWILL, ‘WORK ST P =R FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER 
i COMMERCIAL. DAMAGES OR LOSSES. : exclusion or limitation of incidental or consequential 
damages, or allow limitations on how long SO the above limitations may not apply to you. 
‘quitable Remedies. You hereby agre damaged if the terms of this License were not specif- 
ically enforced, and therefore you agree jithout bond, other security, or proof of damages, to 
appropriate equitable remedies with respec nse, in addition to such other remedies as VUG may oth- 
erwise have available to it under applicable laws igation is brought by either party in connection with this 
License Agreement, the prevailing party in such igatic be entitled to recover from the other party all the costs, attor- 

neys’ fees. and other expenses incurred by such prevailing party in the litigation. 

Miscellaneous. This License shall be deemed to have been made and executed in the State of California, and any dispute 
arising hereunder shall be resolved in accordance with the law of the State of California. This License may be amended only 
by an instrument in writing executed by both parties. This License constitutes and contains the entire agreement between a 
the parties with respect to the subject matter hereof and supersedes any prior oral or written he | 


Mail: Vivendi Universal Games 
attn: Warranty Processing 
4247 S. Minnewawa Ave., Fresno, CA 93725 
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